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STUDENT HANDBOOK 


Getting Started 


Equipment You Need 
1. Monitor or TV 


2. 64K Apple Il Plus, /le, llc, IIc Plus, or IIGS 

3. Disk drive 

Apple® is a registered trademark of Apple Computer, Inc. 

Loading Microzine Jr. 

1. Open the disk drive door. 

2. Hold the disk with the label end facing you. 


3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want is 
on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
slowly with the label facing down. 


4. Close the disk drive door. 
5. Turn on the computer and monitor (or TV). 


Using Microzine Jr. 


Using the Microzine Jr. Hand 

You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or IJKM to move the Hand. 
Type ? or choose Hand Tutorial on the Microzine Jr. Guide to learn 
how to use the Microzine Jr. Hand icon. 
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The Microzine Jr. Guide 


The Microzine Jr. Guide lists the Microzine Jr. options in a collection 
of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled Letters and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 


Troubleshooter 

We included this section in the Microzine Jr. Handbook to help you if 
you run into problems using Microzine Jr. Each Microzine Jr. 
program is documented in the Handbook, and specific hints for using 
the program are included there. However, we occasionally receive 
calls about more general problems. 


LOADING MICROZINE JR. 

If Microzine Jr. does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


APPLE Ile PLUS 

Microzine Jr. programs run most effectively when the Apple Ilc Plus is 
running in slow mode, rather than in fast mode. Put the Microzine Jr. - 
disk in the drive. Hold down the Open Apple key, the Control key, 
the Reset key, and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine Jr. program in slow 
mode. ! 
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What You Will Find 


"Information, Please" is a database of 50 North American animals. 
You may look through the whole database, or find lists of entries by 
choosing specific categories to search under. 


Copy "Information, Please" 


Microzine Jr. is commited to offering your students programs that 
will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. See the Computer Stuff 

feature on the Microzine Jr. Guide to learn how to copy "Information, 
Please." 
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"Information, Please" MAIN MENU 

"Information, Please" has three functions, or things you may do. 
They are SEARCH THE DATABASE, SOLVE THE AMAZING 
ANIMALS PUZZLES, and INSTRUCTIONS. 


z t a0 ase 
Solve the Anazing Aninals Puzzles 


pa or TJKH to choose, then 
H. Press ESC to guit. 


SEARCH THE DATABASE 


Choose this function to search through the database for specific 
categories of animals. 


Use the arrow keys or IJKM to move the highlight bar to SEARCH 
THE DATABASE, and then press Return. 


Press Esc to return to the "Information, Please” MAIN MENU. 


Options 

The SEARCH THE DATABASE function has five options, or things 
you may do. They are Choose Categories, Look at Entries, Word 
Search, Print, and Clear. 


¢ Choose Categories: Choose this option to see the list of 
categories. There are six categories you may use to search 
through the database. They are Kind, Population, Size, Diet, 
Speed, and Habitat. 
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Habitat 


Use the arronus or IJKMH to choose, then 
ress RETURN. Press ESC to gquat. 


Use the arrow keys or IJKM to choose a category, and then press 
Return. The program will display a list of subcategories to search 
under. 


SUBCATEGORIES 

There are up to four subcategories under each category. For 
example, the subcategories under Habitat are Water, Forest, 
Grasslands, and Desert. 


Number of Entries Found: 9 


A AT 


Clear Category 


Use the arrous or IJKH to choose, then 
Lo q 


press RETURN. Press ESC ait. 


Each category also has a Clear Category option. (See "Clear," page 
11.) 
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Use the arrow keys or IJKM to choose either a subcategory or Clear, 
and then press Return. The screen will display the Categories menu. 


The subcategory will appear next to its category. The program will 
search through the database to find the animals that fit the chosen 
subcategory. 


The number of animals found in the search will appear in the 
upper-right corner of the screen. If you have not used the Choose 
Categories or Word Search options, 50 entries will be found, i.e. the 
number of entries in the database. 


Press Return to continue using the database. You may add another 
category to your search, change subcategories, or clear a category 
from your search. 

Press Esc to return to the SEARCH THE DATABASE menu. 


¢ Look at Entries: Choose this option to read the database entries. 


Use the arrow keys or IJKM to move the highlight bar to Look at 
Entries, and then press Return. 


lf you have not used the Choose Categories or Word Search 
options, you will read each of the database's 50 entries, one ata 
time. 


If you have used the Choose Categories or Word Search options, 
you will read the entries found in your search. 


Press Esc to return to the SEARCH THE DATABASE menu. 
¢ Word Search: Choose this option to search the database for 


specific words. Use the arrow keys or IJKM to move the highlight 
bar to Word Search, and then press Return. 
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The program will ask you to type the word or words you want to find 
and to press Return. The program will then search the database for 
all entries that contain the word or words you typed. Finally, the 
program will display the number of entries found that contain the 
word you searched for. | 


To read the entries found, press Esc to return to the SEARCH THE 
DATABASE menu and use the arrow keys or IJKM to move the 
highlight bar to Look at Entries. Then press Return. 


The program will display all of the database entries containing the 
word you searched for, one at a time. 


For example, you could search the database for the word "cat." 

The program will display the number of entries that have that word or 
sequence of characters. For example, the entries found might either 
have the word "cat" or the word "catalog." Press Esc to go back to 
the SEARCH THE DATABASE menu and choose Look at Entries to 
read all of the entries with the word "cat." 


You could then use the Word Search option again to search for the 
word "mountain" to read the entries about cats that live in the 
mountains. 


¢ List of Entries: Choose this option to see a list of the 50 database 
entries. Use the arrow keys or IJKM to move the highlight bar to 
List of Entries, and then press Return. 


The program will display a list of the entries. You may use this option 
to read an entry without searching through the database. Use the 
arrow keys or IJKM to move the highlight bar to the entry you want to 
read, and then press Return. 
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¢ Clear: Choose this option to clear the entire database of entries 
found in previous searches. Use this option if you would like to 
begin a new search. 


PRINT 

Choose this to print the whole database or part of the database. Use 
the arrow keys or IJKM to move the highlight bar to PRINT, and then 
press Return. 


The program will display a menu of four print options. They are Print 
One Entry, Print List of Entries, Print Entries Found, and Print Entire 
Database. 


e Print One Entry: Choose this option to print a single entry. The 
program will display a list of all 50 entries. 


¢ Print List of Entries: Choose this option to print the list of database 
entries. 


lf you have used the Choose Categories or Word Search options, 
the program will print a list of the entries found in your search. 


lf you have not used the Choose Categories or Word Search 
options, the program will print a list of all 50 database entries. 


¢ Print Entries Found: Choose this option to print the entries found 
in a category or word search. 


¢ Print Entire Database: Choose this option to print all of the 50 
database entries. 


How to Search Through the Database 


You may search through the database using from one to six 
categories. Each time the program finishes a search under one 
category, you may add another category. 
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For example, choose Habitat and the subcategory Grasslands. The 
program will search for all the animals in the database that live in the 
North American grasslands. | 


Then choose Kind and the subcategory Bird. The program will 
search through the list of animals in the grasslands to find those that 
are birds. 


Then choose Diet and the subcategory Plants. The program will 


search through the list of birds in the grasslands for those that eat 
plants. 


Humaber of Entries Found: 5 
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Use the arrons or IJKH to choose, then 
press RETURN. Press ESC to quit. 


You may change a subcategory under a category. For example, 
choose Diet again. The highlight bar will appear over the 
subcategory Plants. Choose the new subcategory Invertebrates. 


The program will erase from the list the birds that live in the 
grasslands and eat plants. The program will then search the list of 
birds that live in the grasslands and eat invertebrates. 


You can also clear a category from the list. (See "Clear," page 11.) 
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BOBO'S : 
FUN HOUSE annie. 


What You Will Find 


It has been a long day at the fair with your little brother Mike. When 
you sit down to rest, Mike runs inside the fun house. You must find 
him! 


You will wander through Bobo's Fun House searching for your 
brother. You will find objects and clues that will help you. Be on the 
lookout for fun house surprises! 
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Moving Through Bobo's Fun House 
In this story, you are the icon below. 


— i 


You are the star of the story. 
You decide hon and where to nove. 


Press RETURN to continue or ESC to quit. 


Type these commands to move through Bobo's Fun House: 
¢ W for Walk: Type W to walk in the direction you are facing. 


You will keep walking in that direction until you type a different 
command. : 


If you are walking and come to a down stairway, you will automatically 
walk down the stairs. If you don't want to walk down the stairs, type J _ 
to jump over the stairs. (See "J for Jump" below.) 

¢ Z for Zip (Walk fast!): Type Z to zip through a room. 
¢ Sfor Stop: Type S to stop walking or running. 

¢ Ror —> for Right: Type Ror —» to turn right. 

e Lor ¢ for Left: TypeLor ¢— to turn left. 


¢ C for Climb: Type C while you are walking to climb a stairway. 


¢ Jfor Jump: Type J while you are walking to jump over something. 
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¢ G for Get: Type G and the name of the object you want to get. 
Then press Return. 


For example, if you want to get a pack of gum, type G GUM and 
press Return. 


¢ U for Use: Type U and the name of the object you want to use. 
For example, if you want to use the gum, type U GUM. 


¢ | for Inventory: Type I to see a list of all the objects you are carrying 
in your backpack. Press Return to go back to the story. 


¢ ? for command list: Type ? to see these commands at any time. 
Press Return to go back to the story. 


Correcting Mistakes 


If you make a mistake while typing, press the Delete key or the «— 
key to backspace over your mistake. 


FOUR REWARDS 
There are four different versions of this story. In each version, Bobo 
will give you a different reward for answering his riddles. 


Each time you read the story, the program will ask if Bobo gave you a 
reward. If Bobo did give you a reward, type the name of the reward. If 
you did not receive a reward, the program will begin with the first 
version of the story. 


Helpful Hints 

« Make a map of the rooms as you move through Bobo's Fun House. 
Mark where the stairways are and the locations of any people you 
meet. The floorplan of Bobo's Fun House is the same in all four 
versions. 


° Keep a list of the things you find in the rooms. You will find things 
in different rooms in each version. 
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You are a robot named Micro and you love to solve mysteries! When 
your class has a picnic in the park, you discover that the ants aren't 
the only ones looking for lunch! 


Your friend, Howie, can't find his lunch box. Can you help him find it? 


What You Will Find 


You will read a story and use a magnifying glass to uncover clues ina 
picture. Then you will answer questions to solve "The Case of the 
Missing Lunch Box." 
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"Micro Mystery" MAIN MENU 


"Micro Mystery" has two functions, or things you may do. They are 
INSTRUCTIONS and THE CASE OF THE MISSING LUNCH BOX. 


INSTRUCTIONS 


Choose this function to learn how to solve "The Case of the Missing 
Lunch Box." 


THE CASE OF THE MISSING LUNCH BOX 
Choose this function to solve "The Case of the Missing Lunch Box." 
The mystery is divided into three parts: the Story, the Picture, and 
the Questions. 


The Story 


Read the Story to learn the facts you will need to solve the mystery. 
Type P to see the picture. Type Q to answer the questions. 


The Picture 


Look at the picture and try to find clues. Use the arrow keys or IJKM 
to move the magnifying glass over each object in the picture. Then 
press Return. Clues will appear at the bottom of the screen. 


Type $ to read the story. Type Q to answer the questions. 


The Questions 


Answer the questions to solve "The Case of the Missing Lunch 
Box." 


lf one or more of your answers are wrong, the program will ask you to 
type in the number of the answer you want to change. 


FINAL QUESTION 
When all of your answers are correct, the program will ask you one 
final question. 


) 
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Answer the final question to solve the mystery. If your answer is 
wrong, the program will ask you if you want to try the final question 
again. Type Y for Yes, or N for No. 


When you answer the final question correctly, the program will ask 
you if you want to compare deductions. Type Y for Yes, or N for No. 


You will then read the final story screens. 


Good luck! 
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A Visual 


ON THE GO Discrimination Feature 


What You Will Find 


In this "Fuzzy to Focused" feature, you will look at a picture of 
something you have seen before. But it won't look right, because it 
is out of focus! 


You will focus the picture little by little until you can guess what it is. 
There are 15 puzzles for you to solve. 


The "On the Go" Screen 


You will solve the puzzles on the "On the Go" screen. This screen 
has a picture box, a scale, a score box, and a command box. 
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Type the nunber of the puzzle you want 
to solve ¢1-15>. Then press RETURN. FR 


The puzzle will appear in the picture box. 


The scale is next to the picture box. It measures how focused the 
picture is. The scale is labeled "Fuzzy" at the bottom and "Focused" 
at the top. Each time you press the —» key to focus the picture, the 
arrow on the scale will move up one notch. The scale has seven 
notches for the seven focus levels. 


Your score will appear in the score box below the scale. If you solve 
the puzzle without focusing it at all, you will get seven points. The 
score will drop one point each time you focus the picture. 


You will type your answers or the commands HINT, HELP, or QUIT in 
the command box. 
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Options | 
"On the Go" has three options, or things you may do. They are Hint, 
Help, and Quit. 


¢ Hint: Type HINT to get a hint that will help you solve the puzzle. 
The hint will appear in the command box. 


¢ Help: Type HELP to see the instructions at any time. 


¢ Quit: Type QUIT to stop playing "On the Go." The program will 
ask, "Are you sure you want to quit?" 


Type N and then press Return if you want to keep playing. Type Y 
and then press Return if you want to quit. 


Solving an "On the Go" Puzzle 


Type the number of the puzzle you want to solve (1 to 15). A fuzzy 
picture will appear in the picture box. 


Mhat is this a picture of? 


Look at the picture. Do you know what it is? Type your guess in the 
command box. 
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lf you can't solve the puzzle, press the —> keyonce. This will focus 
the picture a little more. The arrow on the scale will move up one 
notch toward "Focused." 


Hhat is this a picture of? 
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Look at the picture again and try to guess what it is. If you still can't 
guess, press the —> key again. The picture will become a little more 
focused. 

Can you tell what it is now? 

Type HINT in the command box and then press Return to get a hint. 
Read the hint and look at the puzzle again. Can ie figure it out 
now? 


Continue pressing the —» key until you can solve the puzzle. 
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What You Will Find 


Computer Stuff has two functions, or things you may do. They are 
COPY A PROGRAM and INITIALIZE A DISK. 


COPY A PROGRAM 


Microzine Jr. is committed to offering your students programs that 
will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. 


In this issue, the Critical Thinking program is "Information, Please: A 
Database," on Disk 1, Side 2. To copy this program, use any ProDOS 
copy utility. Follow the directions on your copy utility to copy a disk. 
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INITIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press Return. 


A data disk is a blank disk (or one that you don't mind erasing) that has 
been initialized by Microzine Jr. Initializing a disk gets it ready to save 
your data for Microzine Jr. 


The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to Next. Press Return. 


The program will tell you to put the disk into Drive 1. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to Yes or No, and then press Return. 


The program will initialize the disk. Then the Computer Stuff list of 
functions will appear. You now have a data disk. You may use it for 
any Microzine Jr. feature that requires a data disk. 
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TEACHER'S GUIDE 


CURRICULUM AREAS 


SCOPE & SEQUENCE 


CHART 


MICROZINE JR. 


THINKING SKILLS 


COMPUTER LITERACY 
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INFORMATION, 
PLEASE: A Microzine Jr.'s 


Critical Thinking 


DATABASE rae 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: database, vertebrate, invertebrate, 
endangered, threatened, population, amphibian, mammal, reptile 


SCHOOL ACTIVITIES 

COMPUTER LITERACY: Introduce this database by explaining to 
students that a database is a resource of information on a single 
topic. Ask students to name an animal found in North America. List 
the animals on the chalkboard. Assign teams of students to search 
for the animals in the database. 


CRITICAL THINKING: A database is a perfect vehicle for reinforcing 
the critical thinking skill of classifying. Explain to students that a 
database classifies each piece of information in it by categories or 
subcategories. To demonstrate how a database searches, ask your 
class to stand up. Say, "| am searching for all of the. students that 
have brown hair." Ask every student that does not have brown hair 
to sit down. Say, "| am searching for all of the students that have 
brown hair and are wearing something blue." Ask every standing 
student that is not wearing something blue to sit down. Say, "lam 
searching for all of the students that have brown hair, are wearing 
something blue, and are right-handed.” Ask every standing student 
that is left-handed to sit down. Say, "| am searching for all of the 
students that have brown hair, are wearing something blue, are right- 
handed, and like lima-bean ice cream." Every remaining student will 
probably sit down! 
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Point out that a database searches in the same way. It searches for 
one fact at a time, classifying each entry into two categories: those 
that fit the criteria the user imposes and those that do not. 


Have students experiment with "Information, Please" on their own. 
Then have students discuss the searches they made, and their 
discoveries about how a database sorts and classifies information. 


SCIENCE/MATH: Discuss with students the concept of “animal 
traits." Explain that every animal has traits that make it special, and 
sometimes an animal has traits in common with other animals. 


Have students choose five animals from the database and answer 
the following question for each animal: How fast does it travel? Have 
students graph their results using "Graph Maker” (issue 2). 


Have students think of another question to use for comparing the 
same five animals, and graph these results. 


ART & DESIGN: Have students design an "Amazing Animals” poster. 
Have them research and draw pictures of the 50 database animals. 
Then have students write new amazing facts about each animal and 
attach these to the poster. 


HOME ACTIVITIES 

SCIENCE/WRITING: Have students who have pets keep a pet 
journal. Have them record what their pet eats, how much it sleeps, 
and the pet's special care needs. 


For students with no pets, have them create a journal to record their 
favorite animal from the database. They should include a picture of 
the animal, a list of its special traits and explain why it is their favorite 
animal. 
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BOBO'S A Twistaplot™ 
FUN HOUSE Adventure 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: chute, midway, stagger, mechanical, 
maze, jester, target, riddle, interrupt 


SCHOOL ACTIVITIES 


LANGUAGE ARTS: Have students write a short description of their 
favorite room in Bobo's Fun House. The description can include what 
the room looked like, what happened when they visited the room, 
and why they liked that room best. 


MAPPING: Have students draw a map of Bobo's Fun House as they 
read the story. Have them draw the stairways, people they met, and 
any useful objects they found in each room. 


Using the program's commands, have students write a set of 
directions for the shortest route to Bobo's room. Then have students 
exchange directions and reread the story, using the other students’ 
directions. 


HOME ACTIVITIES 


ART & DESIGN: Have students draw a picture of their favorite rooms 
in Bobo's Fun House. Encourage them to use their imaginations to 
add details to the room decor. 


Hints for solving "Bobo's Fun House:” 


Rewards: Version A: FISH Riddle Answers: Version A: SLIPPERS 
Version B: PARTY Version B: NOBODY 
Version C: PASS Version C: PUPPIES 
Version D: PANDA Version D: MUSTARD 


In the Wind Room, get the glasses (G GLASSES). Use the glasses to get a closer look of the gorilla in the Glass 
Wall Room (U GLASSES). 


In the Joke Room, get the gum (G GUM). Use the gum to distract Rose in the Clown Room (U GUM). 
In the Mirror Room, get the bow tie (G TIE). Use the tie to light up the Dark and Icky Room (U TIE). 


In the Sticky Room, get the snake (G SNAKE). Use the snake to scare the mechanical mouse in the Soft Pillow 
Room (U SNAKE). 
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THE CASE OF 
THE MISSING 
LUNCH BOX seceaees 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: swiped, window sill, sticker, wildly 


SCHOOL ACTIVITIES 


CRITICAL THINKING: Explain to students that in order to solve a 
mystery, they must collect enough information to make logical 
deductions. Use page 31 of this Handbook for the following activity. 


Tell students that they must use information found in both the story 
and the picture to solve the mystery. Demonstrate by having 
students read the story only. Then review each of the story's 
questions. Ask students if there is enough information in the story to 
answer all four questions. Next, have students look at the picture 
only. Have students try to answer the questions again, using only 
the information obtained from the picture. 


HOME ACTIVITIES 

LANGUAGE ARTS: Have students ask their parents for baby 
pictures of themselves. Have them write a set of clues about 
themselves on a separate piece of paper. Display the pictures and 
clues, and have students identify their classmates by reading the 
clues and studying the pictures. 
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A Visual 
ON THE G O Discrimination Feature 


DIFFICULTY LEVEL: Challenging, Average, Easy 


VOCABULARY PREVIEW: scale, focus, transportation 


SCHOOL ACTIVITIES 


SCIENCE/CLASSIFYING: Have students make a lists of the 15 modes 
of transportation found in the program. Ask students to classify each 
mode of transportation by where it travels—air, land, or sea. Then have 
students list and classify other forms of transportation, not included in 
"On the Go." They might find page 32 of this guide helpful in setting up 
their charts. 


RESEARCH/WRITING: Have students research one of the 15 modes 
of transportation in the program. Then have them write a short report, 

answering these questions: How does it work? How many people can 
it carry? Where does it travel—iand, air, or sea? 


Have students share their reports with the class. 


HOME ACTIVITIES 

ART & DESIGN: Have students design a "dream machine" to ride in. 
Have them think about the following questions: Would it fly, float, or 
ride on the road? Would it travel quickly or slowly? Where would they 
travel? Who would they bring along? 
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"Micro Mystery" ACTIVITY PAGE 


HOW DID YOU KNOW? 


In “Micro Mystery," you learned who had Howie's lunch box by 
reading the story and searching the picture for clues. Use the chart 
below to write the clue that helped you answer each question and 
write where you found the clue: in the story or the picture. 


We've answered one question to start you off. 


THE QUESTIONS THE CLUES WHERE I FOUND 
THE CLUES 

What color is Howie's Red with a the story 

lunch box? blue handle 


How many people have 
lunch boxes that look like 
Howie's? 


What was in Howie's 
lunch box? 


What is Miss Munching 
holding? 


This activity page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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"On the Go" ACTIVITY PAGE 


TRAVELING TRAITS 


In"On the Go," you saw pictures of 15 different ways to travel. Use 
the chart below to list each of the ways to travel and classify them by 
where they travel: in the air, on the land, or on the water. 


WAYS TO TRAVEL _ WHERE IT TRAVELS 


LIMITED WARRANTY 
Scholastic Software™ 


IMPORTANT: In order to be eligible for coverage under this warranty, you 
MUST return the attached Warranty Registration Card within ten (10) days of 
your purchase. 


Scholastic Inc. ("Scholastic") warrants to the original purchaser of this computer software product 
that the diskettes containing this Scholastic Software program shall be free from defects in 
materials and workmanship for 90 days from date of purchase. Defective diskettes returned by 
the purchaser during such 90-day period will be replaced without charge, provided that the 
returned diskettes have not been subjected to misuse by purchaser or damaged by purchaser's 
equipment, as determined by Scholastic in its sole discretion. 


After the initial 90-day warranty period, for the life of the product, Scholastic will replace any 
defective diskettes, subject to a $10.00 per diskette service and handling charge. 


Defective diskettes should be returned to Scholastic at the address indicated on the reverse side, 
in protective packaging (in original jacket and placed between two sheets of cardboard, in an outer 
envelope marked "FRAGILE—DO NOT BEND"), accompanied by: 


—proof of purchase of the original software 

—a brief statement describing the defect 

—a_ check or purchase order in the correct amount ($ 10.00 per diskette) if 
beyond the initial 90-day warranty period 

—your return address 


ISBN: 0-590-95121-1 


WHAT IS NOT COVERED BY THIS WARRANTY: 
THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS CONTAINED IN 
SCHOLASTIC SOFTWARE DISKETTES, WHICH PROGRAMS ARE SOLD "AS IS." This 
warranty is void if the diskettes have been damaged by accident, unreasonable use, neglect, 
improper service, or other causes not arising out of defects in materials and workmanship. 


Any mailing or insurance charges incurred in the servicing of this warranty shall be the 
responsibility of purchaser. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION 
TO NINETY (90) DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. SCHOLASTIC 
SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSEQUENTIAL DAMAGES FOR THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTY, INCLUDING DAMAGE TO PROPERTY 
AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY. Some states 
do not allow the exclusion or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. 


This warranty shall not be applicable to the extent that any provision of this warranty is prohibited 
by any federal, state, or municipal law which cannot be preempted. This warranty gives you 
specific legal rights, and you may also have other rights which vary from state to state. 


Address all SCHOLASTIC SOFTWARE In Canada to: 
correspondence to: Scholastic Inc. SOFTWARE FROM 
P.O. Box 7502 SCHOLASTIC 
2391 E. McCarty St. 123 Newkirk Road 
Jefferson City, MO 65102 Richmond Hill, Ontario 


Canada L4C 3GS 


SCHOLASTIC SOFTWARE ”* 
_ Warranty Registration Card 


Product purchased: 
Computer brand/model used: 
Person registering product 


Address 
(number, street) 


(city, state) 
: Phone ( 

(zip) | 

Primary use: 


home school 


Age Level (s) Using Product: ____ 

How did you learn about Scholastic Software? 
___ advertisement 
____. Scholastic sales representative 
—...._Catalag 
____ word of mouth 
_______ other (specify) 


ISBN: 0-590-95121-1 


BUSINESS REPLY MAIL 


First Class Permit No. 9411 New York, NY 


POSTAGE WILL BE PAID BY ADDRESSEE 


SCHOLASTIC SOFTWARE © 
Scholastic 

730 Broadway 

New York, NY 10003 


Attn: Marketing Dept. 


NO POSTAGE 
NECESSARY 


IF MAILED 
IN THE 
UNITED STATES 
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ss you teach your students critical thinking skills 


DEAR EDUCATOR, 


Welcome to the Year of Critical Thinking in 
Microzine and Microzine Jr. Issues of Microzine and 
Microzine Jr. have always been designed to help you 
share the joy of learning with students. Each issue 
includes activities that encourage students to stretch 
and build on their natural abilities as learners and 

at the same time help them meet curriculum goals 
and competency objectives. This year, Microzine 
and Microzine Jr. will expand on that tradition by 
focusing on an area that has become a special concern 
in many schools: critical thinking skills. 


Teaching students to think critically means helping 
students to become skillful, responsible thinkers 
who can evaluate problems according to a set of 
rational and consistent criteria, who can form and 

test hypotheses, and draw logical inferences and 
conclusions. That is easier said than done, of course, 
but this year's issues of Microzine and Microzine Jr. 
will help you do it. 


Each issue of Microzine and Microzine Jr. will 
feature one program explicitly designed to help 


such as estimating, evaluating, classifying, making 
inferences and judgments, and grasping principles. 
Each of the Critical Thinking programs will be 
supported with thorough, comprehensive teaching 
suggestions and activities in the Teacher's Guide for 


_ on and off-computer time. The remaining programs 


in Microzine and Microzine Jr. will also reinforce 

at least one of the key critical thinking skills. 
Microzine and Microzine Jr. will also continue to 
support every area of your curriculum with content- 
based features in language arts, mathematics, science, 
and social studies. 


To help you incorporate Microzine and Microzine Jr. 
into your year's curriculum planning, I've included 
inside this brochure a Scope and Sequence Chart and 
brief program descriptions for each series for the 
entire year. Of course, we will continue to provide 
a specific Scope and Sequence Chart for every issue 
as we always have. First, though, here is a brief 
sampling of what you may look forward to receiving 
in the year ahead: 


MSC HOLASI1IC 


~ EE OCT a pe a 


Microzine's popular Twistaplots™ continue to 
provide your students with a rich environment to 
reinforce and increase their reading skills. 

They bring students back again and again, wanting to 
read and reread the dramatic, mysterious, and 
humorous stories. Your students will be reading 
above grade level because of the skillful contextual 
clues for new vocabulary and concepts and because 
the stories themselves are so engaging. Twistaplots 
also include content specific to various curriculum 
areas, such as literature, science, history, and 
social studies. See the program descriptions for 
the Twistaplots that will suit your class's 
requirements for the year ahead. 


Skills development programs offer explorations and 
discovery activities to build problem solving and 
visual discrimination skills. Using Microzine © 
and Microzine Jr. in your classroom will also help 
reinforce specific skills in mapping, reading 
charts and graphs, and reading for detail and 
comprehension. In this way, these programs can 
provide a rich h practice e environment as students 
prepare for end-of-year achievement tests. 


Science features motivate students to explore 
concepts and formulate and test hypotheses. Math 
and social studies features motivate students to 
strengthen these specific skills. With appropriate 
planning, these programs can be specifically tied to 
units in your curriculum. 


The special Critical Thinking features cross all 
curriculum areas. Students learn by doing, and each 
of these features encourages your students to solve 
intriguing problems by making inferences, noting 
relationships, hypothesizing, and stretching their 
thinking abilities in every way. 


I hope this advance information will help you use 
Microzine and Microzine Jr. effectively with your 
students. If you would like to know more about 
any of our programs, please drop me a note. 


22, 
Amy E. McKinley 


Editorial Director, Microzine 


Please keep in touch, 


ISBN: 0-590-87291-5 
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ISSUE 35 


CURRICULUM MATRIX 
FOR 1989-1990 


Comparing/Classifying 


Computer Literacy 
Word Processing/Publishing 


CURRICULUM MATRIX 
FOR 1989-1990 


Observing/Recalling 


Social Studies 


Fine Arts 


Visual Discrimination 


HERE'S WHAT YOU CAN LOOK FORWARD TO 
4 


IN THE 1989-1990 ISSUES OF MMAOZ MO -... 


SEPTEMBER: ISSUE 32 
FYI: A DATABASE This Critical Thinking program is a database of facts about our fifty states. Students can search by categories 
or use the word-search feature to sift through historical facts, present facts, and fun facts. There are four puzzles to encourage students 
to search through the database logically, by noting relationships among the states. 

A NIGHT AT FLEENER'S: This problem-solving Twistaplot challenges students to find a birthday present for their dad at 
Fleener's Department Store. Students' inference skills will be tested by the robot security guards. There are four versions of this 
story. | 

THE CASE OF THE UNIDENTIFIED FLYING ALIEN: In this "Monitor Mystery," students will use deductive 
reasoning to find the outer-space visitor on their schoolbus. If students solve the mystery, they will receive a reward. 

EYES ON THE WORLD: In this "Double Vision" activity, students test their powers of visual discrimination as they 
identify pictures in various stages of resolution. Graphics of historical places and objects from around the world are included. 


OUT OF THIS WORLD!: In this science Critical Thinking program, students will create their own solar system. By 
hypothesizing and experimenting with variables such as speed and distance from the Sun to a planet, students will create a 
stable orbit for each planet in their solar system. 

WORD WAR: The evil Verbal Von Doom is wreaking havoc in the peaceful town of Truism in this language arts Twistaplot 
adventure. Students will counter Von Doom's Saying Spells by locating and assembling the correct Cliche Cure. There are four 
versions of this adventure. 

JIGSAW PUZZLE MAKER: Students will use their skills in math and spatial relationships to create and solve jigsaw 
puzzles on the screen, or they may print the puzzles to cut out and solve. 

HISTORICAL HYSTERICS: In this "Picture This" activity, students will use a magnifying glass and their problem-solving 
and visual discrimination skills to identify the anachronisms in a picture. 


and making inferences. 
100 YEARS AGO: In this historical Twistaplot adventure, students travel back to the 1890s, and discover the wonderful 
inventions of that decade. They will learn of advances in technology such as the invention of the telephone and other forms of 


communication. 

FYI: A DATABASE: This database presents students with a wealth of facts about inventors and their inventions. There are four 
puzzles to encourage students to search through the database logically, by noting relationships between the inventors and 
inventions. 

THE MYSTERY OF THE MISSING MICROZINE: In this "Monitor Mystery," students use inference and deductive 
reasoning to find the missing issue of Microzine. 


MARCH: ISSUE 35 

PLAY BY THE RULES: In this Critical Thinking program, students will test their math skills by recognizing number 
patterns and relationships, and developing and testing hypotheses about the rules for each sequence of numbers. 

THE OLYMPIC IMPOSTERS: This language arts Twistaplot adventure challenges students to read for detail and 
comprehension in order to discover the imposters who have infiltrated the Olympic games. 

GRAPH IT!: Students will create and print bar and pictographs using their own data. Math and social studies are two 
curriculum areas your students will reinforce with this program. 

PUZZLING BLOCKS: This logic and strategy activity challenges students to reassemble scrambled pictures by flipping pieces 
of the pictures by rows and columns. There are three levels of difficulty. 


CHOCKABLOCK CHALLENGES: This Critical Thinking program asks students to build structures or objects using blocks 
of various weights and sizes, exercising their skills at estimating and formulating and testing hypotheses. Students may 
"free-play" with the blocks or solve any of the Microzine Chockablock Challenges. 

ONCE AROUND THE WORLD: In this social studies Twistaplot adventure, students sail around the world. By mapping 
their journey, and using facts about world geography, students will reach their final destination: home. 

MICRO MELODIES: Students create a simple melody and the computer turns it into an impressive musical composition. 
Students will be learning the principles of music composition. 

THE MYSTERY OF THE UNFINISHED SYMPHONY: In this "Monitor Mystery," students use inference and 
deductive reasoning to find the final bars of a symphony. 


HERE IS WHAT YOU CAN LOOK FORWARD TO 
IN THE 1989-1990 ISSUES OF 


SEPTEMBER: ISSUE 6 | 
INFORMATION, PLEASE: A DATABASE This Critical Thinking program is a database of facts about North American 
animals, many of them threatened or endangered. Students can search by categories or use the word-search feature to sift through facts 
about the animals’ habitats, what they eat, and more. There are three database puzzles to encourage students to search through the 
database logically, by noting relationships among the animals. 

BOBO'S FUN HOUSE: This problem-solving Twistaplot challenges students to find their little brother who is hiding in the 
fun house. Students’ inference skills and mapping skills will be tested as they search through the rooms. There are four versions of 
this story. 

THE CASE OF THE MISSING LUNCH BOx: In this "Micro Mystery" students will use deductive reasoning to find 
Howie's missing lunch box. If students solve the mystery, they receive a reward. 

ON THE GO: In this "Fuzzy to Focused" activity, students test their powers of visual discrimination as they identify pictures 
in various stages of resolution. =— of modes of transportation are included. 


NOVEMBER: ISSUE 7 

SHAPE MACHINES: This Critical Thinking program challenges students' skill at grasping principles as they choose and 
arrange machines to change a set of shapes to a new set. 

WALKABOUT: In this science Twistaplot adventure, students will visit the Australian outback with their guide. Students will 
read for detail and comprehension as they learn about the koala bear, kangaroo, platypus, and more. 

WORDS, PICTURES, SOUNDS: In this language arts program, students will complete stories by filling in words, pictures, 
or sounds. Students can then read and hear their stories one sentence at a time. 

PICTURE PUZZLE BLOCKS: This logic and strategy activity challenges students to reassemble scrambled pictures by 
a pieces of the rag one at a time, or by rows and columns. There are three levels of difficulty. | 


J ANUARY: ISSUE 8 

PAINT THE FLOOR: In this Critical Thinking program, en will direct a robotic painter to paint a floor without painting 
any floor tile twice, and without painting himself into a corner. This logic and strategy feature is charming and challenging. There 
are three levels of difficulty. 

WEATHER WATCH: Students control the weather in this science Twistaplot adventure. There are four versions of this story, 
one for each season. 

TOUCH THE TARGET: Students discover basic scientific and mathematical eds of angles and geometry as they 
experiment with the properties of light to solve a series of fun and challenging puzzles. 

THE SCIENCE FAIR CAPER: In this "Micro Mystery,” students will use deductive aes to solve the mysry of the 
missing science fair Lay 


MARCH: ISSUE 9 

ARE WE THERE YET?: In this Critical Thinking program, students arrange slides, pipes, and other objects to get from one side 
of the screen to the other. The animations will delight your students as they stretch their skill in making judgments and 
estimation. : 

LET'S CELEBRATE!: In this social studies Twistaplot adventure, students learn about the origins of holidays by traveling 
back in time to when a holiday was first celebrated. Students will read for detail and comprehension in this engaging adventure. 
INFORMATION, PLEASE: A DATABASE: This Critical Thinking program is a database of fascinating facts about our 
fifty states. Students can search by categories or use the word-search feature. There are four puzzles to encourage students to search 
through the database logically, by noting relationships among the states. 

THE CONFUSING CLASSROOM: In this "Eye Spy” activity, students will test their visual discrimination skills as they 
search a picture of a classroom for objects that do not belong in it. 


MAY: ISSUE 10 

SORTING THE SNORKS: In this Critical Thinking program, students will use classifying and ordering skills to sort the 
snorks from the yeep-yeeps, and other unusual creatures. There are three levels of difficulty. 

INSIDE OUT: Everything is turned inside out, upside down, and is just plain strange in this whimsical problem-solving 
Twistaplot adventure. Students will make judgments and use their inference skills to set things right once again. 

P.S. WRITE BACK!: Students design and print their own letterhead stationery, choosing from a variety of border styles, type 
fonts, and graphics. This program builds language arts skills. 

THE MYSTERIOUS MAILBOX: In this "Micro Mystery,” students use inference and deductive reasoning to find a lost 
letter. 


